• 



(19) 



J 



Europalsches Patentamt 
European Patent Office 

Office europeen des brevets (11) E P 0 923 058 A2 

EUROPEAN PATENT APPLICATION 

publication: "\ (51) Int CI. 6 : G07F 17/34 




(21) Application number: 98310119.7 

(22) Date of filing: 10.12.1938 



(84) 


Designated Contracting States: 

AT BE CH CY DE DK ES Fl FR GB GR IE IT U LU 


(72) 


Inventor: Seklne, Yasuyukf 
Koutou-ku (JP) 




MCNLPTSE 


(74) 






Designated Extension States: 


Representative: 




ALLTLVMKROSI 




Nicholls, Michael John 
J.A. KEMP & CO. 


(30) 


Priority: 10.12.1997 JP 34019397 




14, South Square 
Gray's Inn 


(71) 


Applicant: Aruze Corporation 
Tokyo (JP) 




London WC1 R-5LX (GB) 



GO 

in 
o 

CO 

CM 

o> 
o 

CL 
LU 



(54) Display for game and gaming machine 

(57) A display for a game has a display portion (3) 
for movable indication of a plurality of symbols neces- 
sary for game in a certain direction, wherein a special 
kind of symbol (101, 102, 103) among the plurality of 
symbols is indicated in such manner that two or more of 
identical symbols be appeared serially one after 
another in the direction to be moved on the display por- 
tion. The special kind of symbol (101, 102, 103) is indi- 
cated in such manner that two or more of identical 
symbols be appeared serially one after another in the 
direction to be moved. When two or more identical sym- 
bols are appeared repeatedly in sequence, even if the 
symbols are moved in a high speed, a player can distin- 
guish the special symbol (101, 102, 103) as it is. The 
player can easily find the special kind of symbol (101, 
102, 103) and can relatively easily carry out the stop 
operation in good timing 
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Background of the Invention 

[0001] This invention relates to a displays used for 
gaming machines such as patinko gaming machine or a 
slot machine having a mechanical display such as rota- 
tion reel with a indication portion indicating symbols 
including various kinds of figures, designs, letters or the 
like or having electric displays such as liquid crystal, 
CRT, a plasma display and electro-luminescence, and 
additionally relates to gaming machines, such as ball- 
shooting gaming machines, slot machines and TV 
game machines 

Related Arts 

[0002] A gaming machine such as a slot machine usu- 
ally has an associated mechanical variable display 
formed of rotatable display elements that are provided 
with a plurality of symbols disposed on peripheral sur- 
faces thereof. The symbols are visible through a display 
window at the front of the slot machine. Alternatively, an 
electrical variable display is formed of indicating ele- 
ments with symbols on a display screen. In response to 
a "start" operation by a player, a controller that includes 
a CPU controls a drive of the variable display to start the 
rotation of each rotatable display element and to stop 
such rotation automatically in accordance with a deter- 
mined sequence after a predetermined period of time 
has elapsed, or in response to initiation of a "stop" oper- 
ation by the player. When the rotation of all of the rotat- 
able display elements has ceased, there is shown a 
specific combination of symbols (winning pattern) in the 
display window. The player is then given an award by 
paying out gaming media such as coins. In a known 
gaming machine, a "win" corresponding to a predeter- 
mined plurality of winning symbols being completely 
positioned on the effective line of the display when rota- 
tion of the rotatable display elements ceases occurs 
only when a win has been established by a system that 
is internal to the gaming machine In a practical 
machine, this happens when a sampling operation of a 
random number issued by a microcomputer has been 
determined to constitute a win. 
[0003] Such gaming machines have become popular 
because the particular symbols that appear on the dis- 
play when the rotatable display elements are stopped 
do not depend on the skill of the player. If such stopping 
of the rotatable display elements were to depend com- 
pletely on the stop operation, or timing, of the player, the 
end result (i.e.. winning or losing) of the game would be 
responsive to the skill of the player. If such were the 
case, only the relative abilities of the players would be 
emphasized, and the wholesomeness of the game 
would be compromised. A further reason for the popu- 
larity of such machines is that their designers have 
solved a number of problems related to management of 
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the pay out rate of the coins for amusement shops. 
[0004] Accordingly, even a gaming machine of type in 
which the player can effect a "stop" operation, as might 
be the case in a slot machine having stop buttons, the 

s player cannot cause a winning pattern to be arranged 
on an effective line unless a win has been established 
by the internal system. Consequently, it is quite difficult 
for a player to use skill to effect a desired game in such 
a gaming machine. 

w [0005] On the other hand, the above-mentioned gam- 
ing machine suffers from the disadvantage that even if a 
player has gained experience and thereby obtained a 
high degree of skill, the player's enhanced abilities or 
skill cannot effect a desired game result, and conse- 

is quently, the appeal of the game to such a player is 
diminished. For this reason, the prior art has provided 
gaming machines wherein a desired game result can be 
achieved by a player in response to the stop operation 
under a predetermined game condition. 

20 [0006] One such gaming machine, in the form of a slot 
machine is disclosed in Japanese patent publication No. 
5-74391. In this known slot machine, when a specified 
condition is achieved in progress of the game, the con- 
troller is regulated to stop the standstill control of at least 

25 one of the reels by extraction of random number untill a 
predetermined times of game are completed. The game 
condition where the standstill control is stopped is 
termed the "challenge time" (hereinafter referred to as 
"CT"). Period during which the game condition is main- 

30 tained is termed the "CT period, and a game performed 
in the period of the CT is termed the "CT game". A pat- 
tern (a combination of symbols) indicated when move- 
ment of the reels is stopped is determined by the timing 
of "stop" operation, illustratively by manipulation of a 

35 push button by the player. Thus, the skill of the player 
can reflect the result of the game. 
[0007] More specifically. CT is a game condition that, 
irrespective whether the determination responsive to 
the random number is performed, a winning pattern of 

40 symbols can be arranged as a stop pattern when varia- 
ble display is stopped in response to "stop" operation by 
the player. Some gaming machines utilize a system 
wherein, during CT period, the controller does not per- 
form a determination of small win, which the player 

45 rather easily can achieve, but instead will perform a 
determination regarding a big win, thereby making 
some more difficult for the player to achieve. 
[0008] The CT period is started on the time when a 
predetermined open condition is established, and is 

so expires when a predetermined close condition is estab- 
lished. 

[0009] It is very difficult for a player, particularly a 
beginner to distinguish between symbols because when 
the reels are rotated, the symbols indicated in move- 
65 ment are seen as interfering each other. 

[0010] In the gaming machine in which the CT is 
applied, the player cannot measure a good timing for 
actuation of a push button stop operation during the CT 



2 



3 



CP 0 923 058 A2 



4 



period. The CT game therefore sometimes ends without 
giving any merit to the player. 
[001 1 ] Thus, a player who has achieved a higher level 
of skill and experience for the game can, in some cases 
employ the push button operation during the CT period 
to affect wins. Nevertheless, the beginner will not enjoy 
the game as well as the expert does. 

Summary of the Invention 

[0012] It is, therefore, an object of the invention is to 
provide a display for a game by which a beginner player 
can perform an effective stop operation more easily, 
whereby the beginner and the expert player can enjoy 
playing the game. 

[001 3] It is another object of this invention to provide 
a gaming machine in which the principle of the display 
for game. 

[0014] According to the invention, there is provided a 
display for game having a display portion for movable 
indication of a plurality of symbols necessary for game 
in a certain direction, wherein a special kind of symbol 
among the plurality of symbols is indicated in such man- 
ner that two or more of identical symbols be appeared 
successively in order of one after another in the direc- 
tion to be moved on the display portion. 
[0015] In the display portion, plural kinds of symbols 
necessary for game are indicated with moving. The 
player sometimes cannot easily distinguish the symbols 
from one another when the player watches the symbols 
moving in a high speed. 

[0016] According to the invention, a special kind of 
symbol is indicated in such manner that two or more of 
identical symbols be appeared serially one after 
another in the direction to be moved. When two or more 
identical symbols are appeared successively, even if the 
symbols are moved in a high speed, the player can dis- 
tinguish the special symbol as it is. As the result for 
example, in the slot machine in which the CT is 
adopted, the player can carry out relatively easily "stop" 
operation such as push button operation with good tim- 
ing. 

[001 7] In the display for game accorcfing to the inven- 
tion, a game state is established to be not advanta- 
geous to a player if the special kind of symbol is 
contained in a combination of symbols indicated on the 
display portion when movement of the symbols has 
been stopped. The player can easily see the special 
kind of symbol and can relatively easily carry out the 
stop operation with good timing not to indicate the sym- 
bol as a stop symbol. 

[0018] In the display for game accorcfing to the inven- 
tion, a game state is established to be advantageous to 
a player if the special kind of symbol is contained in a 
combination of symbols indicated on the display portion 
when movement of the symbols has been stopped. The 
player can relatively easily carry out the stop operation 
with good timing to indicate the symbol as a stop symbol 



and can realize an indication of combination of stop 
symbols advantageous to the player, for example, -corre- 
sponding to "big hit", "middle hit" or "small hit". 
[0019] In the display for game of this invention, first, 

s second and third symbols among the special kind of 
symbols are indicated in such manner that two or more 
of identical symbols be appeared serially one after 
another in first, second and third columns, respectively, 
the first symbol being a constituent of a specified com- 

10 bination of symbols that is indicated on the display por- 
tion when movement of the symbols has been slopped, 
the second symbol being a constituent of another spec- 
ified combination of symbols that is indicated on the dis- 
play portion when movement of the symbols has been 

is stopped, and the third symbol being a constituent of the 
other spetfied combination of symbols that is indicated 
on the display portion when movement of the symbols 
has been stopped. In this case, a player can recognize 
and distinguish the special kinds of symbols from the 

20 other symbols in the columns, respectively. 

[0020] For example, in a display portion of a slot 
machine, when first symbol has been stopped at a pre- 
determined position of first column, a player can -com- 
paratively easily obtain a win based on the first symbol 

25 combination by button-pushing operation so as to avoid 
second and third symbols, that are different symbols 
from the first symbol, in second and third columns, 
respectively 

[0021] Also, when the second symbol has been indi- 
30 cated standstill, the player can comparatively easily 
obtain a win based on the second symbol combination 
by button-pushing operation so as to avoid the first and 
third symbols, that are different symbols from the sec- 
ond symbol, in first and third columns, respectively. 
35 [0022] Also, when the third symbol has been indicated 
standstill, the player can comparatively easily obtain a 
win based on the third symbol combination by button- 
pushing operation so as to avoid the first and second 
symbols, that are different symbols from the second 
40 symbol, in first and second columns, respectively. 

[0023] In these cases, if the third symbol of the third 
column, for example, is the symbol that does not con- 
tribute to a win, the first symbol or the second symbol is 
easy to be arranged by a procedure to stop movement 
45 of the third column last 

[0024] In the display for game according to this inven- 
tion, the special kind of symbol is distinguished by a 
special appearance from the other symbols, for exam- 
ple, specified color, specified size, specified displace- 
so ment from centerline or the like. 

[0025] €ven if the special kinds of symbols are 
appeared in a manner that plurality of identical symbols 
are serially one after another, the special kinds of sym- 
bols are hard to be recognized because of in interaction 
55 between the other symbols if these symbols have same 
or resemble color as the other symbols have. 
[0026] According to the display for game mentioned 
above, the special kinds of symbols are recognized by 
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being distinct in specified colors from the other symbols 
even if these are moving. 

[0027] When the special kinds of symbols are speci- 
fied not only by color but also size smaller or larger than 
the other, position of displacement to left or right com- s 
pared with the other symbols, easiness in recognition 
increases. 

[0028] In the display for game according to this inven- 
tion, the special kind of symbol is indicated in such man- 
ner that three or more of identical symbols be appeared w 
serially one after another in the direction to be moved on 
the display portion. According to this embodiment, 
when movement indication of symbols is stopped, for 
example, in a slot machine, three symbols are usually 
indicated as stop symbols serially in the direction to be is 
moved in the display portion. Consequently; it is also 
useful for making "hit" based on a combination of the 
special kind of symbols. 

[0029] A gaming machine of this invention has a dis- 
play portion for movable indication of a plurality of sym- 20 
bols necessary for game in a certain direction, wherein 
a special kind of symbol among the plurality of symbols 
is indicated in such manner that two or more of identical 
symbols be appeared serially one after another in the 
direction to be moved on the display portion. 25 
[0030] According to this invention, a gaming machine 
having above-mentioned effect can be provided by uti- 
lizing a liquid crystal display or controller thereof that is 
used in a conventional gaming machine. 
[0031 ] According to this invention, a gaming machine 30 
having above-mentioned effect can be provided by uti- 
lizing a liquid crystal display or controller thereof that is 
used in a conventional gaming machine. 

Brief Description of Drawings 35 

[0032] 

Fig. 1 is a view showing reel sheets of an example 
of this invention. 40 
Fig. 2 is a front view showing an appearance of a 
slot machine of an example of this invention. 
Fig. 3 is a representation that illustrates a state of 
indication in a display portion of the example where < 
first reel has stopped and second and third reels 45 
are moving. 

Fig. 4 is a representation that illustrates a reach 
state regarding special "plum" symbol of indication 
in a display portion of the example where first and 
second reels have stopped and third reel is moving, so 
Fig. 5 is a representation that illustrates a reach 
state regarding special "plum" symbol of indication 
in a display portion of the example where first and 
third reels have stopped and second reel is moving. 
Fig. 6 is a representation that illustrates a reach ss 
state regarding special "bell" symbol of indication in 
a display portion of the example where first and 
second reels have stopped and third reel is moving. 



Fig. 7 is a representation that illustrates a state 
where all reels are moving. 
Fig. 8 is a representation that illustrates an example 
of award table showing winning patterns consisting 
of combinations of symbols. 

Preferred Embodiment of the Invention 

[0033] An example will be explained below. In the 
example, the invention is applied to a sheet (reel sheet) 
that is attached on a peripheral surface of a rotatable 
reel constituting a display portion of a slot machine, pat- 
into gaming machine or the like. 
[0034] Fig. 1 shows three reel sheets for attaching to 
peripheral surfaces of three rotatable reels, respectively. 
Several kinds of symbols are drawn on each reel sheet 
100L. 100C, 100R and each symbol is arranged with 
keeping a constant interval. 

[0035] Regarding special kinds of symbols, plural 
number of (in Fig. 1, three) identical symbols are seri- 
ated in a certain direction (in this case, direction of rota- 
tion of the reel shown with an arrow) on each reel sheet 
100L, 100C, 100R. 

[0036] As shown by cycling with dotted line in Fig. 1, 
on the first reel sheet 100L, three "bell" symbols 1 01 , on 
the second reel sheet 100C, three "pluirf symbols 102, 
and on the third reel sheet 100R, three "cherry" symbols . 
103 are seriated. 

[0037] Because when the reels are rotated, regarding 
the special kinds of symbols, plural number of identical 
symbols are seriated with moving in the display portion, 
the player can easily distinguish the symbols from the 
other symbols. 

[0038] In this example, each special symbol is individ- 
ually colored. That is, the "bell" symbol 101 is colored 
yellow, the "plum" symbol 102 is colored blue, and the 
"cherry" symbol 1 03 is colored red. 
[0039] The player can easily find each special symbol 
by detecting it's own color, consequently. 
[0040] Fig. 2 is perspective view showing appearance 
of a slot machine as an example of a gaming machine 
according to this invention. This slot machine is a gam- 
ing machine played by using a coin, a medal or a token 
and the like as a game medium. Hereinafter, the game 
medium will be referred to as medal. 
[0041] In the front of cabinet 2 forming whole of slot 
machine 1 , a rectangular display window 3 having width 
longer than length formed as almost perpendicular 
plane is arranged. On the display window 3, winning 
lines 5 consisting of three horizontal lines and two diag- 
onal lines are drawn and numerals (3,2,1 ,2,3 from up to 
down) connecting the terminals of the lines 5 are drawn 
on the front surface at right and left sides of the display 
window 3, respectively. 

[0042] When "1-BET" switch 9, "2-BET" switch 10 and 
maximum BET* switch 1 1 which are explained later are 
operated, respectively, one, three or five wining lines are 
made effective, respectively. 
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[0043] In the cabinet 2, three rotatable reels 4L, 4C, 
4R ar arranged side by side. On the periphery surface 
of each reel is attached each reel sheet 100L, 100C, 
100R having symbols drawn thereon shown in Fig. 1. 
The symbols are indicated in display window 3 serially 5 
in order by rotation of the reels. A variable display is 
constituted with these rotatable reels. 
[0044] At the left side of the center of the front face of 
the cabinet 2, a start lever 12 for starting rotation of the 
reels by operation of the player is arcuately displaceable 10 
within a predetermined range of angular motion. 
[0045] At the right side below the display window 3, 
there is disposed a bucket typed medal inlet 7 where a 
large amount of medals can be inserted at one time. At 
the left side of the inlet, there is disposed a switch for is 
automatically supplying medals to a credit portion (not 
shown). 

[0046] Above the start lever 12, there are disposed 1 - 
BET switch 9 for betting only one medal, 2-BET switch 
1 0 for betting two medals, and maximum BET switch 1 1 20 
for betting maximum number of medals among credited 
medals on a game to allow a onetime button-pushing 
operation. The above-mentioned winning lines 5 are 
made effective when these BET switches are operated, 
respectively. 25 
[0047] Three stop button 6L, 6C, 6R to be operated by 
a player are disposed on the right side of start lever 12. 
These stop buttons are corresponding to three reels 
arranged side by side that indicate symbols with moving 
in the display window 3. 30 
[0048] At the left side of the start lever 1 2, there is dis- 
posed a C/P switch 16 for changing credit/pay-out of 
medals acquired by the player as a result of the button- 
pushing operation. By switching, medals are paid out 
from a medal outlet 1 4 disposed beneath the front face 35 
of the cabinet 2 and received in a medal tray 15. 
[0049] Figs, 3 to 6 show states of indication in the dis- 
play window 3 of Fig. 2, respectively. In these Figs, 5 A, 
5B, 5C 50 and 5E represent 5 winning lines. 
[0050] At first Fig. 3 represents a state of indication 40 
when the player has pushed first stop button 6L in the 
case where the player has planed to push stop buttons 
in order of the first stop button 6L -> the second stop 
button 6C -» the third stop button 6R. In this indication 
state, the first reef 4L is stopped, and the second reel 45 
40 and the third reel 4R are moving. In this example, 
"plum' 1 symbol 102 stops at position of upper section of 
the first reel 4L, and the player can recognize possibility 
of hit based on a winning pattern 202 of a combination 
of three "plum" symbols 102 (Fig. 8) as mentioned later so 
at this time because in the second reel 4C that is to be 
pushed next, three "plum" symbol 102 is seriated as 
mentioned above, and consequently the player can eas- 
ily operate to stop the "plum" symbol 102 at preferable 
position. ss 
[0051] In this case if "plum" symbols 102 are posi- 
tioned at the upper and middle sections in a display win- 
dow when the second reel 4C is stopped, as shown in 



Fig. 4, "plum" symbols 102 stand in two winning lines 5 
A, 5B, and consequently, winning pattern 502 shown in 
Fig. 8 (award table) is formed on winning line 5 A or*5B 
if "plum" symbol 102 is positioned at the upper section 
or the lower section when the third reel 4R is stopped. 
Accordingly indication of symbols of "Fig. 4 proves a hit 
expectable condition on two winning lines -(called as 
-double TENPAH. 

[0052] In this condition, the player tries to operate to 
stop movement of the third reel 4R so that "plum" sym- 
bol 102 may stop and stand at the upper or lower sec- 
tion. 

[0053] On the other hand, it is predetermined that suit- 
able number (for example, 4) of symbols on each reel 
can be dragged into a display window (shown as stop 
symbol) by button-pushing operation. 
[0054] Therefore, in the case of the third reel 4R of 
Fig. 4, symbols up to the predetermined number of sym- 
bols upward the upper section <^n be dragged into the 
display window by button-pushing operation. For exam- 
ple, timing of button-pushing operation is permitted from 
a symbol positioned at lower section to 3+4=7 number 
of symbols. Accordingly a win can be obtained even if 
timing of button-pushing operation may be slipped off to 
some extent. In other words tolerance of timing of but- 
ton-pushing operation is to be magnified. 
[0055] Fig. 5 shows an example of indication in the 
case where the player has planed to push stop buttons 
in order of stop button 6L -> the third stop button 6R -» 
the second stop button 6C. In this case, the third reel 
sheet 100R of Fig.1 is applied to the second reel 4C and 
the second reel sheet 1000 is applied to the third reel 
4R. 

[0056] In the state of indication of Fig. 5, by operating 
the first stop button 6L followed by the third stop button 
6R, the first reel 4L and the third reel 4R have already 
stopped. As for the first reel 4L same as the example of 
Fig. 4, "plum" symbol 102 stands in the upper section 
and above-mentioned seriated three '"plum" symbol 
102 stand in all sections of the third reel 4R. In this case, 
two "plum" symbols 102 also stand on two winning line 
5A f 5B. Oonsequentty, winning pattern -202 shown in 
Fig. 8 (award table) is formed on winning line 5A orSB if 
"plum" symbol 102 is positioned at the upper section or 
the middle section when movement of the second reel 
40 is stopped. Accordingly indication of symbols of Fig. 
5 also proves a hit expectable condition on two winning 
lines (called as "double TENPAP). 
[0057] In this condition, the player tries to operate to 
stop movement of the third reel 4R so that "plum" sym- 
bol 102 may stop and stand at the upper or middle sec- 
tion. Timing of button-pushing operation is permitted 
from a symbol positioned at middle section to 2+4=6 
number of symbols. Accordingly, also in this~case, toler- 
ance of a timing of button-pushing operation is to be 
magnified and a win can be obtained even if timing of 
button-pushing operation may be slipped off to some 
extent. 
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[0058] Fig. 6 represents a state of indication where the 
player has planed to push stop buttons by order of stop 
button 6L->the second stop button 6C -» the third stop 
button 6R (or the second stop button 6C -> the first stop 
button 6L -> the third stop button 6R). In this indication 
state, the first reel 4L and the second reel 4C are 
stopped by pushing operation of the first and second 
stop buttons 6L, 6C, and the third reel 4R is moving. 
[0059] In this example, seriated three "bell" symbols 
101 stand in the upper, middle and lower sections of the 
first reel 4L in the display window, and "bell" symbol 101 
stand in the middle section of the second reel 4C. If 
"beir symbol 101 is positioned in the upper, middle or 
lower section when the third reel 4R is stopped, winning 
pattern 201 consisting of a combination of three "bell" 
symbols 101 as shown in Fig. 8 (award table) is formed 
on winning line 5 A. 5C or 5E ( resulting in "hit". Accord- 
ingly symbol indication of Fig. 6 proves a hit expectable 
condition on three winning lines (called as "triple TEN- 
PA I"). 

[0060] In this condition, the player tries to operate to 
stop movement of the third reel 4R so that "bell" symbol 
101 may stop and stand in any section. Timing of but- 
ton-pushing operation is permitted from a symbol posi- 
tioned at lower section to 3+4=7 number of symbols. 
Accordingly also in this case, a win can be obtained 
even if timing of button-pushing operation may be 
slipped off to some extent. 

[0061] As mentioned above, recognition of symbol 
becomes easy for a player by seriating plurality of iden- 
tical symbols as to special kinds, for example, in case 
where above-mentioned CT game is performed, even a 
beginner player can enjoy a profit not inferior to a skilled 
player because tolerance of timing of push-button oper- 
ation is large. 

[0062] Also, as shown in Fig. 7, special kinds of sym- 
bols 101,102,103 shown with dotted line in the figure 
are indicated serially, respectively. As the result even if 
all reels 4L, 4C, 4R are rotating and symbols are indi- 
cated in movement, the player can easily recognize the 
special kinds of symbols. 

[0063] Seriated three "cherry" symbols 103 of the third 
reel 4R have no relation to winning patterns showing in 
award table of Fig. 8. Therefore, even if the "cherry" 
symbols 103 are indicated standstill in the upper, middle 
and lower sections, the player cannot obtain any advan- 
tageous concfition. 

[0064] Alternately, the player can try push button oper- 
ation so as to avoid "cherry" symbol 103 from stop indi- 
cation because "cherry" symbol 103 can be 
distinguished from the other symbols even during move- 
ment indication. 

[0065] Accordingly, winning pattern can be arranged 
when the player operates stop button of the third reel 4R 
in the state as shown in Fig. 4 or 6 by avoiding "cherry" 
symbol 1 03 from stop indication. 
[0066] The seriated three "bell" symbols 101 and the 
seriated three "plum" symbol 102 have not only direct 



effect in easiness to arrange a winning combination of 
symbols but also indirect effect in easiness to arrange 
the other winning combinations of symbols shown in the 
award table of Fig. 8, that is, more advantageous win- 

5 ning combinations of symbols such as all "7" symbols, 
all "character" symbols or the like by avoiding "bell" 
symbol 101 and S>!um" symbol 102 from stop indication 
as same as "cherry" symbol 103 mentioned above. 
[0067] Fig. 8 is an example of award table showing 

io symbol combinations forming winning patterns as men- 
tioned above, and a number shows the allotment 
number of medals. This table is displayed on cabinet 2 
of slot machine 1 at a position convenient for player to 
see. 

is [0068] In the above-mentioned example, the display 
for gaming of this invention is applied to a slot machine 
or patinko gaming machine having a display portion 
constituted by rotatable reels. The present invention can 
also be applied to the other gaming machine such as a 

20 slot machine having electrical display equipment or a 
TV gaming machine having image equipment 

Claims 

25 1 . A display for game having a display portion (3) for 
movable indication of a plurality of symbols neces- 
sary for game in a certain direction, wherein a spe- 
cial kind of symbol (101, 102, 103) among the 
plurality of symbols is indicated in such manner that 
30 two or more of identical symbols be appeared seri- 
ally one after another in the direction to be moved 
on the display portion. 

2. The display for game according to claim 1 , wherein 
35 the special kind of symbol (103) is a disadvanta- 
geous symbol for a player. 

3. The display for game according to claim 1 , wherein 
the special kind of symbol (101 , 102) is an advanta- 

40 geous symbol for a player. 

4. The display for game according to claim 1 , wherein 
first, second and third symbols (101, 102. 103) 
among the special kind of symbols are indicated in 

45 such manner that two or more of identical symbols 
be appeared serially one after another in first, sec- 
ond and third columns (4L, 4C, 4R), respectively, 
the first symbol (101) being a constituent of a spec- 
ified combination of symbols that is indicated on the 

so display portion when movement of the symbols has 
been stopped, the second symbol (102) being a 
constituent of another specified combination of 
symbols that is indicated on the display portion 
when movement of the symbols has been stopped, 

55 and the third symbol (103) being a constituent of 
the other specified combination of symbols that is 
indicated on the display portion (3) when movement 
of the symbols has been stopped. 
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5. The display for game according to claim 1 , wherein 
the special kind of symbol (101, 102, 103) is distin- 
guished by a special appearance from the other 
symbols. 

6. The display for game according to claim 4, wherein 
the special kind of symbol (101, 102, 103) is distin- 
guished by a special appearance from the other 
symbols. 
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7. The display for game according to claim 1 , wherein 
the special kind of symbol (101, 102, 103) is indi- 
cated in such manner that three or more of identical 
symbols be appeared serially one after another in 
the direction to be moved on the display portion (3). is 

8. The display for game according to claim 4, wherein 
the special kind of symbol (101, 102, 103) is indi- 
cated in such manner that three or more of identical 
symbols be appeared serially one after another in 20 
the direction to be moved on the display portion (3). 

9. The display for game according to daim 5, wherein 
the special kind of symbol is indicated in such man- 
ner that three or more of identical symbols be 25 
appeared serially one after another in the direction 

to be moved on the display portion. 

10. A gaming machine having a display portion (3) for 
movable indication of a plurality of symbols neces- 30 
sary for game in a certain direction, wherein a spe- 
cial kind of symbol (101, 102, 103) among the 
plurality of syrrbots is indicated in such manner that 
two or more of identical symbols be appeared seri- 
ally one after another in the direction to be moved 35 
on the display portion (3). 
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(54) Display for game and gaming machine 

(57) A display for a game has a display portion (3) 
for movable indication of a plurality of symbols neces- 
sary for game in a certain direction, wherein a special 
kind of symbol (101, 102, 103) among the plurality of 
symbols is indicated in such manner that two or more of 
identical symbols be appeared serially one after 
another in the direction to be moved on the display por- 
tion. The special kind of symbol (101, 102, 103) is indi- 
cated in such manner that two or more of identical 
symbols be appeared serially one after another in the 
direction to be moved. When two or more identical sym- 
bols are appeared repeatedly in sequence, even if the 
symbols are moved in a high speed, a player can distin- 
guish the special symbol (101, 102, 103) as it is. The 
player can easily find the special kind of symbol (101, 
102, 103) and can relatively easily carry out the stop 
operation in good timing 
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